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subversion in computer adventure games. Leonardo, 34(3), 221-226. (Translated by the
researcher).

Roberts, D. F., Foehr, U. G., Rideout, V. G., & Brodie, M. (1999). Kids & media @ 19
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(Ivan L. Beale, Pamela M. Kato, Veronica M. Marin-Bowling,
Nicole Guthrie, and Steve W. Cole, *School of Psychology,
University of New South Wales, New South Wales, Australia
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